Beastfolk 


Whether born or cursed to the form by a cruel spellcaster, Beastfolk are a collection of humanoid 
races that bear strong resemblance to a natural animal. Due to the sheer variety of animals in the 

world and Beastfolk that take after them, Beastfolk have few common bonds amongst one 
another. They may form small communities, particularly if they all share the same animal 
appearance, but often times they live on the edges of civilization and only interact with those with 
he insight to see Beastfolk are at least as much human as they are animal. 


Beastfolk Traits 

All beastfolk share the following features. 

Ability Score Increase. Increase one ability score by 2 or two ability scores by 1. 
Age. Beastfolk age as humans do. 


Alignment. Beastfolk are true to their own hearts more than any law or code of ethics making 
hem more often than not Chaotic. They tend towards Neutral more than Evil or Good. 


Size. Beastfolk are medium. 
Speed. Your basic walking speed is 30. 
Wild and Free. Beastfolk have advantage on saving throws against charm effects. 


All Creatures Under the Sun. Gain 2 breed traits based on the animal you share an appearance 
with. 


Languages. You begin with Common and Beastspeech. Beastspeech can only be learned by 
Beastfolk and, when speaking it, they can communicate with animals as if under the effect of the 
spell, Speak With Animals. 


Breed Traits 


All beastfolk have two of the following traits. 


Adept Climber. Gain proficiency in Athletics or Acrobatics. You have a climb speed of 30. 
Burrowing. While you have two free hands you have a burrow speed of 25. 


Echolocation. As a bonus action you can emit a shriek inaudible to most humanoids. Until the 
end of your next turn you have blindsight up to 30 feet away. 


High Flyer. You have a fly speed of 30 feet. You cannot fly when you are carrying more than half 
of your encumbrance rating in weight. While flying you make attack rolls and ability checks at 
disadvantage, cannot maintain concentration on spells, and cannot cast spells. 


Jumper. Gain proficiency in Athletics or Acrobatics. Your jump distance is doubled. 


Keen Senses. Gain proficiency in the Perception skill and choose one sense. You gain advantage 
ion Perception rolls that utilize that sense. 


Kin to Beasts. Gain proficiency in Animal Handling and add your proficiency bonus twice. 
Longstrider. Your basic walking speed is 40. 


Natural Armor. When you are struck by an attack you can spend your reaction to interpose your 
chitinous exoskeleton or other defensive feature between you and your attacker, giving you +2 AC 
against the attack. 


Natural Talent. Gain proficiency in a skill of your choice related to the animal you appear as. 


Natural Weapon. You have a natural weapon that you are proficient in. This could be a bite, claw, 
quill, club tail, or other bestial feature. You can choose to add strength or dexterity to the attack 
roll and deal 1d4 + strength or dexterity modifier damage. The damage type should be selected 
When you take this trait; bludgeoning, piercing, or slashing. 


Nocturnal. Gain darkvision up to 60 feet. 


Scalekin. You have a swim speed of 30 feet and can breathe underwater. 


Small but Mighty. Increase any ability score by 1 and gain another Breed trait. Your size is small. 


